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Abstract

A constructivist approach to education encourages learning by doing.  Therefore I am happy when I find software that allows students to learn new subject matter while they are doing something like putting together multimedia presentations for the class.  “Destination: Ocean”, from the Edmark Imagination Express series is software that incorporates the areas of writing, science, and technology.  After evaluating this software I am impressed with its capabilities to teach students about multimedia presentations as they learn about the ocean and improve their writing skills.
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Technology is changing the way we teach and learn in schools today.  When technology is a part of the classroom experience students are more engaged and less likely to feel overwhelmed or bored.  Computer technology allows us to make decisions about the individual needs of the student, and makes it possible to have a more child-centered classroom.  As Linek et.al(2003) state, student-centered instruction increasingly moves students to more independence in their learning.  They are encouraged to problem solve, think critically and creatively, reflect, self-assess, and link their new learning to personal experience. (p.4).  One of the important components in a child-centered, project- based classroom is software that enables the students to do all the things mentioned above.  

Edmark’s Imagination Express Destination: Ocean

 
Destination: Ocean (School Version) was published in 1998 by Edmark as part 

of its Imagination Express series.  The cost was $159.95 for a 5-copy lab pack that included a 61 page guide.  It is a dual-platform CD which requires Windows 95/98; 33 MHz 486 or better; Hard disk with 5 MB free, 8 MB RAM; Super VGA, 640x480 (256 colors required); Double-speed (2X) or faster CD-ROM drive; Sound-output device; Mouse or Macintosh System 7.5.6 – 9.x; 68030 or better; Color Macintosh (256 colors required); Hard disk with 4 MB free; 8 MB RAM; 13” or larger monitor; Double-speed (2X) or faster CD-ROM drive. The target audience is six to fourteen year olds.  The software covers the areas of creative writing, science, and technology.  This program 









Software Evaluation   4

allows students to create their own multimedia storybook after researching information about the ocean environment in its “Fact Book”.








I evaluated this program for use by eight year olds in a third grade classroom. 

The program is an engaging learning tool for students, including those with special needs to those who are gifted.  The program has a “Fact Book” which provides lots of information on the ocean habitat.  It also contains a section of “Story Ideas” to help the students brainstorm topics for their own story.  The really exciting part of the program is the electronic book the students can create.  Following fairly easy directions and prompts, the students can make an electronic book by selecting backgrounds from a wide variety of settings and inserting stickers for characters, tools, and sea creatures.  Students can type their story into text boxes that appear on the backgrounds they select.  The text can be in different colors, styles, and sizes.  The text boxes can be moved around so they do not interfere with the background.  The stickers can be animated and sound effects and music can be added to the presentation.  Finally, the students can narrate their own story as it is played on the screen.   


This software would be particularly effective for third grade students working in partners.  The partners could help each other navigate the software to complete their research.  Also, working with a partner on a project this involved allows students to learn from one another.  According to Sandholtz et.al.(1997) “The benefits of technology integration and student-centered instruction are best realized when learning is not just the process of transferring facts from one person to another, but when teachers’ goals are to empower students as thinkers and problem solvers.”(p.1760).  
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I know that using this software program as a basis for a cooperative learning project will require higher order critical thinking skills that go beyond what textbooks can achieve.  According to Grabe and Grabe (2001), student projects provide a practical method for combining many of the elements of authentic activities and collaborative learning.  I would definitely recommend the Ocean Destination software program because it provides up to date information on the ocean habitat, includes excellent story prompts to help students with their writing, and encourages students to create using multimedia technology.  
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